
My life has crept so long on a broken wing Thro' cells 
of madness, haunts of horror and fear, that i come 
to be grateful at last for a little thing. 



- Alfred. 



Lord Tennyson 
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SYSTEM REQUIREMENTS 



A Windows 95 application, SANITARIUM boasts 
a photo-realistic, 3D rendered environment, 
an invisible interface, and a scene-driven, 
digital soundtrack. SANITARIUM supports 256 
color high-resolution SVGA graphics and 
digital sound effects. It requires a Pentium 
90 with 16 MB of RAM, 4x CD, a 16 bit sound 
card (Direct Sound supported) and an SVGA 
video card (Direct Draw supported) Direct X 5 
and 30 MB of free hard drive space. 



INSTALLATION 




If your computer is set to auWV'Un CDs, 
installation will begin as soon as you 
insert disc 1. If not, you must open the 
directory of disc 1 and double-click on 
AUTORUN.EXE. Either method will initiate 
the Windows install application, guiding 
you through the step by step installation 
of SANITARIUM. 



r 
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This way for the sorrowful city. 

This way for eternal suffering. 

This way to join the lost people. . . . 



MAIN MENU 



The main menu 
displays all 
game options 
that you might 
need to access 
These take the 
form of animate< 
icons — place 
the mouse cursor 
over any given 
icon to see 
which menu 
option it refe 
to . When you 
wish to access 
a certain game 
option, left- 
click on its 
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HtY GAME — Start a new game 

LOAD GAME - Load a previously saved game 



SAVE GAME - Save a game currently 
\ in progress 

DELETE GAME - Delete a previously 
saved game 

iVIEV CINEMATICS - View earned game 
cinematics 

QUI! GAME - Quit SANITARIUM 



TEXT OPTIONS - Change options for 
viewing text 



U0I0 OPTIONS 
SETTINGS - Change game settings 



Change options for 
dialogue, music, and 
sound effects 



KEYBOARD - Change assigned hot keys 

and general keyboard setup 
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"but i don't want to go among mad people" alice remarked. "oh, 
you can't help that." said the cat: "we're all mad here. i'm mad. 
You're mad." "How do you know I'm mad?" said Alice. "You must 
be," said the cat, "or you wouldn't have come here." 

- Lewis Carroll 



INTERFACE AND CONTROLS 



The interface 
design of 
SANITARIUM 
focuses on 
simplicity 
and ease-of- 
use, allowing 
you to spend 
more time 
immersed in 



the game 
experien 
and less 




nee 

s time m 
g about 



worrying about 
how to control 
the game . 
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ME1H00 IN MADNESS 



Though this be madness, yet there is method in't. 

- William Shakespeare 



During game play, the mouse cursor controls 
the player character's movement and 
interaction within the environment. 
All interaction (examining pieces of the 
environment, interacting with objects, or 
speaking with non-player characters) is done 
with the left mouse button. In order to 
determine whether or not an object can be 
manipulated, examined, or obtained, simply 
place the white pointer arrow over the object. 
If the magnifying glass icon animates by 
swaying from left to right, then the object 
is viewable. Clicking on this object with 
the left mouse button will bring up a full 
or partial description of the item. General 
movement, however, is conducted with the 
right-mouse button. This will display a 
directional arrow mouse cursor, which will 
cause the main character to walk in the 
given direction. 

Some areas are not immediately visible or 
accessible to the character. In some cases, 
a puzzle has yet to be solved in order to 
make an area accessible. Many times, 
however, the player character must stand 
in an open doorway in order to make an 
interior space visible. 



Sanitarium 9 



ANOTHER REALITV 



There may always be another reality To make fiction of the 
truth we think we've arrived at. 

- christopher fry 

SANITARIUM centers largely on processes 
of learning, growth, and discovery. As 
you progress through the game, your main 
character will need to examine many pieces 
of the world in order to understand their 
nature and place in the larger puzzles. B 
placing the mouse cursor over pieces of the 
environment that might hold some clues, you 
can enable the animated magnifying glass 
cursor. If you left-click on those 
environment pieces, the player character 
will look at them closely, commenting on 
their apparent meaning. Note that many 
objects that the main character may wish 
to interact with or put flr inventory must 
first be examined using the magnifying 
glass cursor. 
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TRUTH FROM ERROR 



Truth emerges more readily from error than from confusion. 

- Aeschylus 

Your central means of advancing through the 
game is by solving puzzles. Puzzles can 
only be solved by affecting the surrounding 
environment, by interacting with and/or 
picking up objects (a door would be something 
you interact with, while a crowbar would be 
something you pick up) . In order to interact 
with an object or pick it up, place the mouse 
cursor over the desired piece of the environ- 
ment. The cursor will change to an animated 
grasping hand when correctly positioned. Left- 
click to initiate the interaction. Now the 
main character will move to the target area, 
interact with the environment piece (open 
a door, flip a switch, etc.) or take the 
selected object and put it in inventory. In 
some cases, interaction with a machine or 
special object may require more complex 
manipulation. Left-clicking on such objects 
will create a blow-up puzzle. In other words, 
the screen will change to a close-up view of 
the selected object. In this view, you must use 
the mouse to manipulate the pieces featured on 
the screen. Feel free to test out those pieces 
in order to better understand what is expected 
of you - not all machines come with instruc- 
tions. By correctly manipulating the pieces of 
a blow-up puzzle, you may open a door, gain a 
special item, and so on. 
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SPEAKING WW THE INMATES 



Speech is civilization itself. The word, even the most 

contradictory word, preserves contact - it is silence 



WHICH ISOLATES. 



- Thomas Mann 



The world of SANITARIUM is populated by 
all types of individuals — some more 
helpful to your progress than others. 
Through dialogue, you can interact with 
these people and gain clues that may 
help you solve the puzzles that impede 
your progress. 



To enter dialogue with a non-player 
character, place the white arrow icon 
directly over that character. It will 
change to animating chattering teeth. 
Left-click on the non-player character 
and a translucent dialogue window will 
appear at the bottom of the screen. 
Your character's portrait will be shown 
on the left side of this window (this 
portrait may change depending upon your 
character's emotional state when speaking), 
while the non-player character's portrait 
will appear on the right. In the center 
of the window, a list of terms (called 
"keywords") will be given. 

When you left-click on any of the given 
keywords, your character will address th 
particular topic in conversation. 
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The keyword "Name" might prompt the player 
character to ask a person, "What is your 
name?" Non-player characters will always 
have some response to give regarding any 
given statement. The list of available 
keywords at any given time is based upon the 
character's interactions in the game world. 
More keywords may appear as you move through 
a dialogue encounter, as you affect the 
environment, or if you interact with other 
non-player characters. For example, if you 
speak with a child, then later encounter a 
distraught mother, you may find that, upon 
speaking with the child a second time, a new 
keyword "Mother" is available. Unless the 
mother had been encountered previously, that 
keyword would not be made available to you. 
By choosing the right keywords, thus broaching 
topics in the correct order, you can navigate 
through a dialogue encounter successfully. 
Ultimately, non-player characters may give you 
information, solutions to puzzles, or make 
keywords available for player encounters with 
other non-player characters. 

In order to break off a dialogue encounter, 
you may left-click on the "Goodbye" keyword, 
thus closing the dialogue window. Alternately, 
you can hit the ESC key on the keyboard, 
left-click on your character, or hit the 
right mouse button at any time to break off 
a dialogue encounter. 
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THE LITTLE THINGS 



it has long been an axiom of mine that the little things 
are infinitely the most important. » 

- Sir Arthur Conan Doyle 

Once you have picked up items, they will be 
placed in the main character's inventory. 
These items may be used at later times to 
solve puzzles in game play. In order to 
access the inventory, place the mouse cursor 
directly over the main character. An animated 
upturned hand icon should appear. Now, when 
you left-click the mouse, all available 
inventory items will be displayed in bubbles 
surrounding the main character. You can 
also hit the "I" key in order to access the 
inventory . 



Once the character's inventory is visible, you 
can find out what each item is by placing the 
mouse cursor directly over the item. A voice 
message will then tell you exactly what that 
item is (or exactly what it appears to be . . . ) . 
Left-click on items to use them - this will 
transform your mouse cursor into the item 
itself, and close the character inventory. Now 
you must choose a target, an object upon which 
you intend to use the selected item. The item 
will flash when placed over an area where it 
may be effectively used. 
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If you select a key from the inventory, 
for example, the key will only flash when 
placed over the door for which it is meant. 
Note that there may be several different 
areas of potential interaction. When the 
item cursor is properly positioned, left- 
click to use the selected item on the 
target area — the effects should be 
immediately apparent. 

If at any time you wish to back out of the 
character's inventory, hit the right mouse 
button, the ESC key on the keyboard, or 
left-click on the main character a second 
time. This will return all items to the 
inventory, close the inventory, and return 
you to the normal game screen. 



si 
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THAT ACTIVITY WHICH DISENTANGLES 

AS THE STRONG MAN EXULTS IN HIS PHYSICAL ABILITY, DELIGHTING IN SUCH 
EXERCISES AS CALL HIS MUSCLES INTO ACTION, SO GLORIES THE ANALYST IN 
THAT MORAL ACTIVITY WHICH DISENTANGLES. 

- EDGAR ALLAN POE 

In some areas of the game, the main character 
may be forced to engage in combat with a 
hostile enemy. These areas, specifically 
designated as conflict areas and kept separate 
from other parts of the world, often require 
that the character pick up some kind of weapon 
before entering. 

Within a conflict area, right-clicking still 
moves the player character. In order to use a 
weapon, however, you don't have to go through 
inventory selection. Instead, the weapon 
stays in the player character's hand. The 
left mouse button will initiate an attack. 
Hint: most combat occurs as a timing puzzle. 
In other words, the character must strike at a 
particular point when the enemy is vulnerable, 
thereby vanquishing an opponent. 

Unlike many other games, there is no "hit 
point" system for combat. When the player 
character is wounded, a beating heart will be 
heard. If the player character continues to 
take damage, the intensity of the beating 
heart increases. Eventually, after receiving 
several wounds, the player character is 
killed, and play resumes at the beginning of 
the conflict area. 
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KEVBOARO SHORTCUTS 



The keyboard shortcuts for commands in 
SANITARIUM are completely customizable through 
the main menu. The default keyboard shortcuts 
are listed below. 




(Note: There may be certain situations in Sanitarium where 
the player character can change forms - special inventory 
items will allow you to do this, to which you may assign 
keyboard shortcuts.) 
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THE DOCTOR'S ADVICE 



LET US GO THEN, YOU AND I, f 3 if * 

When the evening is spread out 



against the sky 

Like a patient etherized upon a table. 



T.S. Eliot 



Sanitarium is an adventure game and follows quite 
a few adventure game conventions. However, If you 
are new to this genre some of these tips will 
serve you well. 

ADVENTURE WITH A PAD ANO PAPER Sometimes the people 
you will meet will tell you things that are very 
important. If you have a feeling something is 
important WRITE IT DOWN. Chances are you are 
right . 

NUMBERS NUMBERS NUMDERS Usually when numbers are 

involved it's important to WRITE THEM DOWN. You 
never know when they will provide you with clues. 

OBSTRUCTIONS if there is a place you cannot go 
because it's locked you can be sure there is a 
way to open it. Look around for a while. 

LOOK AROUND CAREFULLY When you enter new areas 
point at them with your mouse. If your look icon 
animates (sways from side to side) you can examine 
the object. After you examine an object you can 
interact with it as well. 

TALK TO EVER VONE fOU CAN FIND if that doesn't show 

you what to do next, talk to people a second time. 
Remember that non-player characters may speak about 
new topics once you have spoken to other people, 
found a new object, or attempted a blow up puzzle. 
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LISTEN UP When you examine items pay attention to the 
descriptions. Often times the descriptions give you s 
important clues on how items might be used. 

INQUIRE Whenever you pick up new items make sure you 
speak to people about it. They may tell you something 
you might need to know. 

EXPERIMENT Try different items on objects. Whenever 
you get something new, use it on 
everything . 

EXPLORE Walk around. There is always something 
to do. There are times when the answers to your prob- 
lems are not in your immediate area. 

TAKE EVERYTHING if an item is not nailed down pick it 
up. It might come in handy later. 

PAY ATTENTION Watch the cause and effect for every- 
thing you manipulate in the full screen puzzles. They 
offer clues on how to solve them. Touch everything. 
Sooner or later you will get the hang of things. 

THINK DIFFERENTLY Whenever you are faced with a prob- 
lem you can't solve take a break. Don't think about it 
for a while and try again. Sometimes 
taking a break will give you a new perspective 
on solving a problem. 

These are general hints to help you through the entire 
game. If you require a quick lesson in how the game 
works from the outset, a complete guide to the first 
level of the game is outlined on the pages that fol- 
low. 
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Wandering between two worlds, 

ther powerless to be born. 

the Grande Chartreuse 



ONE DEAD. THE ( 
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Plug the cables into 
the slots in the 
following order: 
red, yellow, black. 
Hit the power button 
on the VCR, then the 
tPlay button. 



After the cinematic plays, the VCR will explode, 
causing the electronic locks on both the safe and 
the filing cabinet to open. 

Read the files and take the key from the open safe. 



Exit the tower 
and push the 
button on the 
small control 
panel to extend 
the bridge, 
allowing you 
to return to 
the exterior 
paths . 

Speak to Lenny. 
He is behind 
the door above 
Martin. He 
might have 
something 
interesting 
to tell you. 




Go to the angel statue and use the 
key on its base. A cinematic will 
play, ultimately transporting your 
character to the next level . 
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HOW TO CONTACT ASC GAMES 



ASC Games has set up several different services to answer any questions 
that you may have about our products. 



ASC GAMES TECHNICAL SUPPORT 



This number is for PC Technical Support only. There will be no hints 
given out over this phone number. 

If you have any technical support questions or need technical assistance 
regarding your ASC Games PC CD-ROM product please call 1-800-474-7595. 
The phone line is open 7 days a week from 6:00 a.m. — 6:00 p.m. PST 
(Pacific Standard Time) . 

When calling, it helps to provide our technicians with as much informa- 
tion about your PC as possible. This includes your operating system as 
well as the hardware in your system, i.e. sound card, CD-ROM drive, 
amount of RAM present, and speed and manufacturer of your hardware. 
Having this information available will help solve the problem quicker, 
and let you get back to the important stuff - playing the game!! 



ASC GAMES HINT LINE 



If you need a hint for any of our games, you may call our automated 
hint line at 1-900-CALL-ASC (225-5272). The cost of the call is $.80 
p/minute and you must be 18 years of age or have your parent's 
permission before you call. A touch-tone phone is required. 

This is an automated phone call for game hints only. No technical sup- 
port is offered. The phone line is open 24 hours a day, 7 days a week. 



ASC GAMES ON THE WEB 



If you want to reach us on the World Wide Web, our URL is 
www.ascgames.com. On our web site, you can read up on the newest ASC 
Games products, download some of the coolest new demos or contact us. 
If you want to get in touch with us please send an e-mail to: 
in f o@ascgames . com . 



ASC GAMES CONSUMER INFO LINE 



For information only - NOT Technical Support. Our Consumer Info Line 
offers you the chance to find out about all of ASC Games' products, 
both released and unreleased. You can hear where the games are avail- 
able and what platforms they'll be on. Also, if you need to speak to 
someone at ASC Games, you can leave a phone message for one of our 
Customer Service Representatives and they'll call you back. You cannot 
request technical software information on this line, however. 



THE CONSUMER INFO LINE CAN BE REfiCKEO Al 203-655-0032 ANO IS AVAILABLE 
24 HOURS A OAK, 7 DAYS A tfEEK. 
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LIMITED NINElV-DAf WARRANTS 

ASC Games warrants to the original purchaser of this software product, for a period of ninety 
(90) days following the date of "first original retail purchase", that the media is free from defects in 
materials and workmanship under normal use for a period of ninety (90) days from the date of 
"first original purchase" (as evidenced by your receipt). If the media supplied as part of this prod- 
uct proves to be defective (as described herein) within ninety (90) days of the date of first origi- 
nal retail purchase for any reason other than normal wear and tear, abuse, unreasonable use, 
mistreatment or neglect, please return the defective product to the point of purchase accompa- 
nied by proof of purchase, a dated cash register receipt, your name, your return address, and a 
statement of defect, or send the computer software product together with the proof of purchases 
described above to: ASC Games, 9 Old Kings Highway South, Suite 301. Danen. Connecticut 
06820. ASC Games or its authorized dealer will, at our option, replace the product and send it to 
you (postage prepaid) or issue to you a credit equal to the purchase price. 

This warranty applies to the original purchaser of the software product (and does not apply to 
subsequent purchases of used products) only and states the sole and exclusive remedy for any 
breach of warranty with respect to this software product. This warranty gives you specific, legal 
rights, and you may also have rights which vary from state to state. 

RETURNS AFTER WARRANT* 

To replace defective media after the ninety (90) day warranty period has expired, send the origi- 
nal disc(s) to the address below. Enclose a statement of the defect, your name, your return 
address, and a check or money order for $7.50 per replacement compact disc. 

The foregoing states the purchaser's sole and exclusive remedy for any breach of warranty with 
respect to the software product. 

ASC Games, 9 Old Kings Highway South , Suite 301, Darien, CT 06820 
LIMITATIONS ON WARRANT* 

No advertising, description, claims, or representations, whether made by an ASC Games dealer, 
distributor, agent, or employee, shall be binding upon or obligate ASC Games or shall change the 
terms of this warranty. Except as stated above, ASC Games makes no other warranty, express 
or implied, regardless this product. ASC Games disclaims any warranty that the software is fit for 
a particular purpose, and any implied warranty of merchantability shall be limited to ninety (90) 
day duration of this limited express warranty and is otherwise expressly and specifically dis- 
claimed. Some states do not allow exclusions or limitations as to how long an implied warranty 
lasts, so the above limitation may no apply to you. 

NOTICE 

ASC Games reserves the right to make improvements in the product described in this manual at 
any time and without notice. This manual and the software described in this manual are copy- 
righted. All rights are reserved. You are entitled to use this software product for your own use. 
No part of this manual or the software may be copied, reproduced, translated, or reduced to any 
electronic medium or machine readable form without the prior written consent of ASC Games, 9 
Old Kings Highway South, Suite 301. Darien, Connecticut 06820 Attn: Games 
Management. Game Title Legal 

Sanitarium™ is a trademark of American Softworks Corporation. © BetaSoft Games Joint 
Venture No. 1 © 1997/ Adolf Woessner. ASC Games™ is a trademark of American Softworks 
Corporation ©1998. Sanitarium is developed by DreamForge Intertainment, Inc. Windows® 95 
is a registered trademark of Microsoft Corporation. The ratings icon is a trademark of the 
Interactive Digital Software Association. All rights reserved. 
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